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WARNING: '■PAD BEFORE USING YOJR PLAYSTATION® GAME CONSOLE 


A ve r y srttall percentage ot individuals rrsry experience epileptic seizures when exposed to certain; light patterns 
or flash ng lights, Exposure to certain pattens or oackgnounds on a television screen nr white layi ng vtetec 
games. including games played on !hs PteyStallon 5 ’ game console, may nduoe an epileptic seizure in these 
individuals. Certain conditions may induce previously undetectedeoitepOc symptoms even In persons who 
have no history d prior seteuces :wnpi upf-y. f you, :m anyone in your mmily has an spi eptic condition, 
consult yaur physician prior tc playing. It you expsrenoe any of tie ‘ol lowing symptoms white playing a V dec 
game - dizziness, altered vision, eye or muscb twitches, loss ot awgfensss, disorientation, any involuntary 
novel ini, or x mlsiont - IMMEDIATELY discontinue jse and cbnsalt your physic : =n oefere resuming play. 


WARNING TO OWNERS OF PROJECTION TEL0v'ISiONS: 


Do riot conned youf PlayStation game console to a projection TV without lirst consulling the user manual tor 
your prafedKon TV, unless It is. of the LCD type. Otherwise, it may permanently damage you TV screei. 

HANDLING YCL'H PLAYS! Al lOf-P DISC: 


■ This corn-pact disc s Intended for Lse only with the PlayStation® game console, 

* Do r ci nerd it, crush it or submerge if n T J &■ 

* Do r r:i save it in direct sunJignt r nca r a rad ator tr ether soiree ct heal 

* He sure to toko an occasional rest tints:-i during oxter tied play. 

* Kt&u this compact disc clean. Always hole the disc by the edges and keep h in its 

protective case when not in use. Clean the disc with a Hnl-?ise, soft, dry cloth ‘wiping in straight lines team 
cento:' to oute: edge Never use solvents or abras vs cleaners. 
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SETTING-UP 


To play Colony Wars: Vengeance on your PlayStati©"* name cons© e: 

l. Set up your Playstation* game console fn accordance with the instruction manual suppliedMth 
the system. 


2, Fo low your system directions to open the Disc cover ant] p:nce the Disc onto the hed cr the dr ! ve r 
ensuring the : inted side faces upwards. 

3, Close the Disc cover. If the console is switched off, press the POWER button Lo begin play. If the 
Cor sole is already on, press the RESET button. 

Now fo low on-screen Instructions to s-art the gene. 



3FEH iLTTTi 
3 BC COVER 


Fnml V iu <tt 


UUHiF. : ■ I 

(Win; lerp^T! 



"here are a number of animated 
sequences throughout Colony 
Wars; Vengeance, Those can be 
skipped by pressing the © button 
or the START button on the 
Controller. 

WARNING: 

It is advised tha: you do not 
insert or remove peripherals or 
Memory cards once the power 
has been turned on. Make sure 
you have enough free blocks on 
yp: i - ki ° mory c ,i rd b fn re s - a rti n g 
play. Colony Wars; Vengeance 
uses 1 Memory card block. 
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CONTROLLING YOUR CRAFT 



Ail controls referred to In this 
booklet a-'e defau t settings, 

II you choose u diffe^nt 
Cont'oiler configuration, you will 
need to allow for this when 
refer rlnc to The in anus I, 
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PERSONAL RECRUITMENT INFORMATION 


-\ es held in this document are essential reading for all pi lets. However, 
particular attention to the section headed 'BASIC COMBAT 1 . 


novice pi Ids s'iqu g pay 


“mis file remains the property of the Mavy Sector for Hunan Resc-j j ces. The pilot whose details 
appear oelow 15 registered with the Navy and has been granted temporary possession of th's fife 
though it can be recla med at any time and without prior notltl. 


NAME: Merle ns 
ST AT U S: Fighter pilot 
PERSONAL WAR CREDENTIALS: 

Member tr underground anti-tribe grouping comn'tted tc the end of e vil war h Sol 
Chargee with non-mil tary respensibilities. 

- Received training in guerrilla combat from Decco Watt, orgaii ter of the unofficial Force Fcr 
Unity on Earth. 

Upgrades to Unit Leader w'tnir the FFLoE. S jcccssful y defended a large farm compound under 
attack from tribe warriors. Attended Krom's first public speaking engagement on Earth and 
signed up for the row Navy, 

- Undertook reconnaissance duties for the nascent Navy, tie success Of these operations led :o full 
military accreditation being awarded and Mertens entered the Navy as a fully briefed combatant.. 

Tra'ned in air warfare and was privileged to receive ear y notice of the intended warp hole opening. 

- Currently rivolved in the clearance c-f remaining tr oc elements fron So!,, Vlertens s likely .0 to 

a member of initial raids 01 the _eague of Free Worlds should the Sol Warp hole be opened successfully, 
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The Calory Wars were over, and the n'ghty Empire of my ancestors was finished. 

Crashed a* the hands of the tiny League Of Free Workfe> it scarcely seemed possible that such a huge 
forte, basc-c on Earth but governing colonies st-etched right across the universe, coy Id be ripfeatee By 
a urr i I army of rebels. 

But after years of bitter struggle, the League sealed the Fn-rire into its own solar system, Sol, and 
sentences the Earth, Mars, Venus and the rest to ar eternity of darkness. 

Cr so they thought. 

Imprisoned wit nr Sol, tnose who were left, split intc warding tr bes r,rd foraged : or food, somehow 
managing to sustain themselves despite tie misery aid death around them. We are their children,, and 
we remain here even now, ungry, angry and vengeful, acclaiming a new leader who can carry us out 
of the darkness. 

Mis name Is Kron. 

Ho is our 'nspintior and sa vat ion and wc live by his words - ’Tie time far suffering is over. I he tine 
■or vengeance is new." 


Beyond Sol,, the League Of Free Worlds is as powerful as the Empire once was. It doesn't know that 
war is about to engulf the universe again. But 1 , Mertens, an ready to take my place in Kron's new 
Navy,The League imprisoned us like criminals, but together, we will make them pay.Together, we wM 
crush them forever. 






KRQN, SUPREME NAVY COMMANDER 


A I Navy p'lcts a-e reminded that they should be familiar with the background o - ' Kron. our force's 
Supreme Commander. Without Kron, there would be ric resistance to the League's dictatorship and 
no possibility of breaking their grip. Without Kron, the descendants of Earth would remain trapped 
within this Sol system for ever mere,, id I ling each ether over lime unti no:-i rq out p a rets and 
remained. 


His history remains classified, but hie dedication to the cause is an inspiration to all those who 
believe in freedom from oppression. Who amongst us can believe that there would be any future for 
our poop c ‘iV'd’cut Kron? Whc can douce that Kron offers us the chance to liberate 101 only 
ourselves, bet a I t-te peoples of the universe? 




PERSONNEL FILE 



m 


pilots, are reminder Lhat this personnel file may be subject to appropriation 
by Navy security staff without prior notice. Yjj should also be aware that 
entries in your personal Vodex Notaior are monitored. 


BECKS 


Becks is a corrmitted and valuable member of the Navy, clearly anxious tn bring t K e Sol system civil 



frequently borders on zealotry,, although Kroiifs View is that such fcclrgs am to be encouraged 
amongst Navy recruits. For this reason, Bee<5 is regarded as ar extremely promising phot. 



her ear ies r memory. She also holds the League directly responsible for the murdsr of he" parents in 
_ vi v, ■. ' .v.-c L-t-fcripti it. to guard r mo:, comp: md fre-m trice -a d were ,m : ished 

while on night duty. Becks was for Lunate to be ta<en into the home of pass'e-nate Navy veterans - 
■'-v i.iii: i her the story;of Cm rtolcny Wars and -td cd her in an unce m 01 -n: it loyalist 

group at an ea ly age. Her belief in Kron anid tne Kavy remaps strong. 
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KLEIN 

Klein is an associate cr Becks and Merters - it has been notec that they congregate together 
whenever circumstance permits. Such an informal grouping is to be e icon raced, particularly as 
becks 1 'political education is extremely acvanced and s-e is able to indicate historical facts and 
points of analysis which may be missed by her colleagues. 


Klein's traumata childhood on Pluto was dominated oy the loss of his mother and his role in taring 
for ner prior is her ceath, He was ’orced tc take a responsible position in vie family as his father 
was frequently absent die to work comm it meats. Fo the ten k's tree it, they were willing to relocate 
to Saturn in order for the father to ta<e up employment at Pro-sec Chemical Purification, though 
unfortunately, the subsequent coup on Saturn in which a rogue grouping taking political control 
resulted in the persecjtion of the mmigrant commurity. The remaining members g- Klein's family 
were killed. 


Unfortunately, the toss of a close knit family in such circumstances has left Klein with a tendency 
toward depression. He remains loyal to the Navy and is an excellent pilot, but he has been found to 
experience emotional problems at times of great, stress. Those who fly with him should be aware of this. 
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IN THE BEGINNING 


Vour initiation into the new Navy will he svv f- — an intact sequence will 0 I ay and ore? complete, ycu 
wi i "hd yourse 1 at the Main Menu. 

All menus are navigated using the Up and Ccwn Directional buttons to highlight a selection followed 
by the © button to confirm Prps? “he (A hi ft on to return to the previous merj, or the ® button 
to 'eturn to the Main Menu. 

To begin the task of ridding the solar system of '.no treacherous tribes, select'LOG CULThi? takes 
you to the Game Menu where voir should select "COMMENCE GAM EC To begin mission b rising 
procedi j res, select VSTA RT E R T E F C 0 "see the h re t na s nee 1 iss 1 jeo . -,elent 'I AU N CH ‘. 

Your craft will be launched arb you will carry the hopes of the Navy with you. Cu nut disappoint .js. 


BASIC COMBAT 


The Basic Combat fifes a"e property of the Navy Training Archive. They are Intended for use by 
novice pilots. All recruits should be aware that the information will enable them to increase their 
combat ability at a time whin they remain extreme y vulnerable to enemy activity. 


- Make use cf the targeting arrow in the center of your HUD when looking tor the nearest enemy 
craft, "Die a H rcw will point in the correct direction. 

- It is essential to distinguish quickly between Wavy and League craft. Tine Imo Lock will appear 
Nue for friendly craft, green for enemy craft. 
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- Reverse thrust is particularly useful when involved in a dogfight; when usee in conjunction w'th 
the Directional buttons, it. enables you tn turn quickly without the enemy craft flying past 

Mast enemy craft wtEI be o'otected by shields. Use arti-snield weapons *ga : nst them until the 
shields are down,, then switch to other weapons which will damage the hull. Make use of the 
shleid/hulI Integr’ty gauge which hpoears on the ] mfo nek it ti.ms from ye aw to red vVi’en the 
si'ic cs are down. 


USING A DUAL SHUCK'"ANALOG CONTROLLER 


In OUT struggle for vengeance against the League Q ; Free Worlds,, we expect our pilots to control 
their craft with precision and expertise* This can he greatly enhanced by use of a DUAL 
SHOCK™Analqs Control er which ret only delivers the accuracy of analog contro , but. a so lets you 
feel the impact of space oatt c when used with the vibrat'en function turned ON, 


CONTROLLING THE GAME WITH A DUAL SHOCK™ ANALOG CONTROL 

'i aodit cn :n the regu ar game controls, the fcI owing ccitrois apply to the DUAL SHOCK™ 
Analog Cdnt.ro ler. 

LEFT STICK Steer left and right 

RIGHT STICK Push tie Right stick forwards to acre erate. 

Push t ic Right stick backwards ti brake and revere. 
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COCKPIT HUD 


i. 


The cockpit :s the default vewpoint, Other viewpoints can be se.ecced ay using the SELECT buttur 
while in-gane. 































1. SHIELD/HU LL INTEGRITY 


Your craft's hull is protected by shield's which wlM be weakened tl r ne you are hi" by a weapon. 
When the gauge iums from ye 11 ow to red, your shields have been desLroyed and your hull is taking 
di-ect nits. Once tie : j I s destroyed, the craft w'l explode, although cn board escape pods should 
enable you to eject to safsry. 

2. INFO LOCK 

'I e Into Lock well appear o ue ~q r Navy craft or green for League craft - it can display name or 
f'ghter ID data, it also intrudes a gauge showing shield/huH Integrity - when the gauge changes from 
yellow to red, tie craft's shields are down and IL is close Lc dest'jctlom 

3. SPEED 

1 negates your craft's current speed. 

4. GUM TEMPERATURE 

We I ,-ive been unable to improve the rapid fi-e technology found "r most gun weapons.This means 
IhaL constant use of guns will cause them to overheat and fire will become sporadic. This gauge 
indicates ycur gun's temperature - once the gun overheats, rapid fire can be regained by allowing the 
weapon to cool. 

5. CURRENT GUN 

Indicates your currently selected gu:t weapon, Cycle ti-ougn available gun$ using the (■) button. 

6. SECONDARY WEAPON AVAILABILITY 

Quantity of currently selected secondary we soon. 
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7 . CURRENT SECONDARY WEAPON 


Indicates you- currently se sc ted secondary weapon. Cyt ° ■!■ rough available sec one ary weapons 
using the 0 button, 

8 , HOLO-RADAR 


A holographic radar device indicating the location of other r.-aft in relation to your current position; 
your craft is in the center of the globe. Enemy craft apoear as green bets while friendly c-aft appear 
blue. Tf a crafr is behind you, it appears on the Lolo -adar as a hollow dot while craft in frr-rt of you 
appear as solid dots. 


9 , TARGETING ARROW 


Tn additior to the no p -mrhr r pilots oenefit from The targeting arrow which points In the approximate 
direction of the nearest, enemy craft. 

10 , MULTI FUNCTION DISPLAY 


Information shown on the MFD will differ according Lc tne currant mission objectives, 'he different 
d : splays show tie fol owing da-a: 

* D stance - Displays the distance frorr your craft to tie craft detai ed h the Info Lock. 

* Time — D sp ays t ie miss'on's elapsed time in seconds. 

■ Scan Progress - Probe pods can be fired at craft to scan them for data. 

They w : 1 then return when tie scan is complete. 

* Radiatior Level 

* Noise 
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MISSION BRIEFINGS 


Mission briefings are issued prior to each act've mission - you must unders-and your objectives 
before engaging in combat. 


he Briefing Screen is reached by choosing 'COMMENCE GAM E'fron the Garre Menu. ’START 
BRIEF'wil down oac I he current briefing white 'LAUHCH'wi I engage the launch procedure 
imrrecj lately. 


The briefing will contain rf srmatldct regarding the strtiggfefs current status and your precise 
objectives wii be detailed at the o-iefing's era.These objectives will also be displayed once your craft 
has commerced its surah procedure, 
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SELECTING AND UPGRADING YOUR CRAFT 

t. 



In older r .c select, craft and upgrade their capabiiit'es, choose 'ENTER HANGAR fro-ri the Erie : hg 
Screen,This will take you to the Craf - . Setup Screen. 


USING TOKENS 

Navy craft technology is inn proving rapidly, although ye firs of isolation within the Sol system have 
taken their toll on our hardware stocks. Oily the most experienced pilots will have a full c'nc'ce of 
craft or be able to i.mplpnent maximum upgrades; these privileges must be earned In battle. You wil 
earn tokens as you complete missions successfully-these can then be exchanged fo." craft upgrades 
r the Hargar. 


SELECTING CRAFT 

As resources remain scarce, Only the moS~ experienced pilots will be perm tied to select the most 
powerfu: craft. You must earn the right to pilot these craft.by proving yourself ii battle. Once there : s 
mure than one craft available to you, choose 'SELECT CRAFT' from tie menu, then use the Left and 
Right Directional buttons to cycle it-rough them. When the craft you wish to use is displayed, press 
the gjr buL.o.n to eor fi -m. 








UPGRADING CRAFT 

Choose 'ASSIGN POWER 1 from toe nenu, then use the Left and Right Directional buttons to eye e 
t ; '"cugh the 4 upgradeable craft attributes. They appear in the “urrr of a circle dYoed into A 
sections; 

Shields (Yellow} - Increases your craft's resistance to damage, 
bn 3 ie 5 £Ked) - increases your cra't's basic too speed. 

Afterburner (Blue) - Increases the afterburner's max num duration. 

G y 'os (Green) - Increases your craft's manouve^ab lity. 



C '-aft 'jpgrs.ces are exchanged for tokens - you ■ current taker ha ar ce appears iri toe center cr the 
circle. Rotate the circle until your chosen attribute Is at the lop, Lheri use the Up and Down 
Direction a buttons to increase o- decrease the attribute s ■ r-.v-r vVhrr : l id,-hi fe; * rH ■ 
correctly, press the © button to corift rrr.. Qfice they haxe heen confirmed, the tokens cannot be 
retrieved, 
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FLYING YOUR CRAFT 

L 


FORWARD THRUST 

Forward thrust 's engaged using vie Rl button 


REVERSE THRUST 

Reverse thrust is engaged using the _I ojttoi, 

AFTERBURNERS 

Engage maximum forward t-ast very rapid y by holding the I 1 and R'l buttons together. 
Afterburners cut out with constant use. Afterburner status is shown by a blue bar which replaces the 
red weapon temperature gauge while they're in use. MU I L: Y0.1 cannot fire any weapons while using 
die afterburner. 


PILOTING YOUR CRAFT 

Use the Left and Right Directional buttons to bank your craft, left or right, Use the Up Directional 
button to dive and the Down D'reetiemal button to climb, The L 2 and R2 buttons will roll your craft 
to Lhe left and right respectively. 
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TARGETING AND FIRING WEAPONS 


USING GUN WEAPONS 

Press the @ butteN repeatedly to cycle through your available yen weapons,The selected weapon 
can he i red by pressing the 0 hr Lion. 


USING SECONDARY WEAPONS 

Press t'c 0 button repsatecly to cycle through yo lj available secondary weapons. 


MISSILES 

The missile is armed by pressing the I® button, The weapons lock wilt appear yellow while the 
targeting system attempts to lock onto an enemy cra~i you wil reed to keep your target towards 
the center o- the screen. Once the missis is locked and ready to -Ire, the weapons lock wi l turn red. 
Press the ® button agah to f re. 

If a lock is lost tie craft w r i I nave to be retargeted. If a missile is tired without a locked targe:, it 
will tire straight out in ~ra nr of yo:." :raf:. = ress the ©button to disarm the missile. 








TORPEDOES 


Torpedoes need to Change up before they are fired. Press Lhe ® button to arm -.he torpedo and begin 
charging - ll>e secondary we apon icon on the HUD fall] change from blue to yet mi when the weapon is 
charged. Press t-g (§} button again -o fire tne charged torpedo. Press the @ hLitton tc disarm the 
coruezo. 


GRAPPLE GUN 

Ttie g-apple yuri shoots straight. ahead from the front of your craft when you press Ltic ©buLLor, 


MINES 

Disrupt, enemy naming miss'les by using mines - they wil draw the enemy weapons away from your 
craft. Drop trines by holding the L 2 and R 2 buttons together to give a reverse view, then pressing the 
® button to re case a mine. This operation should be carried out whei the incoming nubile alarm 
is actuated, though you will have to respond quickly if the mine is to disrupL the enemy weapon 
effectively. 






WEAPONS 



LASER 

A standard gun weapon which has a reduced affect, wien .ised against squids. 
Best uses to destroy a craft's hull 


An ant 1-shield weapon which causes no damage to a target's hull. Should only he 
used to destroy shields. 




PLASMA CAM NON 

A powerful anti-battleship weapon., though it has a slow rate of fire. Best used 
against battleships or installations. 


A rapid-fire weapon best su Lcd to combat against fighters. 



ION CANNON 

Intense y powerful multiple-beam weapon w-idi needs to charge up before 
release. Effective against s ow moving or large targets. 
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grapple gun 

A bean gur capable of'grabberg' objects. Once *r oh net has been grabbed, 
press and hold -oe 0 button to slhg-$hot it. Us.e it -o move objects around, but 
also to si O'* down fie liters and ho id them in position. 


SEISMIC LANCE 

A concentrates oeam of energy. Mold down the © button to create the oeam. 
Best used for technical operations such as smashing astem'ris, 


PARTICLE GUN 

Hold down the © button to charge the weapon, then unleash a contro Isb-e bolt 
of immense power, Whi e the © button remains hiEiId down,, you Can control the 
bolt's flight path using the Directional buttons. Release tie © button to 
detonate tie bolt. Use for long-distance target'ng and scouting. 


PLASP/iA MISSILE 

A homing weapon usee- to destroy a fighter's hull. It has a reduced effect wrei 
used against shields. Best used for finis-Vr.g off weakened fighters. 
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AS MISSILE 

A homing weapon used -n destroy a fighter's shields - \ causes no damage t.o a 
target's hull. Should be used tor stripping shields from fighters. 


PLASMA TORPEDO 

Its effects are similar to the 5 1 asm? rrissfe. but it has no homing system. It has a 
redL.ceo effect when used agai 'sL shields., and Is test used fc-‘ finishing off 
battleships or rsta I at ens. 


AS TORPEDO 

The AS terpsdo's effects are similar to the AS missile, but without the homing 
system. 1 he weapon causes 10 damage to a target's hull. It should be used fc • 
stripping shields from battleships and instil aliens. 


OFFENSE POD 

A small-scale tighter used to attack enemy targets when you tine yourself 
outr l nbered in combat. 


DEFENSE POD 

A sma f-scalc fighter used to defend weak friendly forces. 
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PROBE POD 

A :>ma! -scale fighter used to gain data on aneny targets. 


REPAIR POD 

A sm^il l-scale tighter tsed tO repair weak friendly "urces. 

LIGHT MINES 

Drop these nines behind your craft to distract incoming missiles. They should he 
used Whenever the in coming missile alarm is activated - a rapid response is vital. 
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MISSION DEBRIEFINGS 


At the end or each miss'cn, ycu will receive a full debriefing from k avy Command.The progress of 
our struggle will he reported - h is your responsibility to remain aware of tie current war status as 
there are likely to ce hostile fortes attempting to spreac misiiformation and urtruths. 


*o continue the game, select'EXIT DEBRIEF' - this will take yoL to the Game Menu where you can 
select 'CO "41 1MJC GAME'. Other options available on tie Debrief Screen a^e 'PAU2E DEBRIEfi 
l LN PAUSE DEBRIEF' aid'RESE" DEBRIEF'which allows the debrief lo be repeated. 


MEMORY CARD OPTIONS 


The Memory Card Options Screen is reached by se ecfmg 'MEMORY C A 


-i 




from the Game Menu. 


LOAD 

AI ows you to load a previously saved game from a Memory card. First make sure you have a Memory 
card correctly inserted according to the Console's instructions. Do not 'nsert or remove Memory cards 
once the power las been turnes on. Once you have selected this option, wait for the Console to detect 
the Pvlemory card, i~ more than 1 Memory card is inserted, use the Left and Right Directions buttons 
to highlight the correct d-j*. Use the Directional ourtors to high I ght the required saved game, then 
press Lhe © button to se ect L. Press the © cu tton aga'i :o confirm the load s 'UK 1 , 
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SAVE 


Allows ypLi tu save your current game position using a Memory card. First make sure you have a 
Men cry card correctly inserted atccrdhg to the Console's instructions. Do not insert or "emcive 
Memory cards Once the power has been tx.rred on, 

Once you have sc ectod thfe option,, wait For the Console Ic detect the Memory card. If more than l 
Memory card is irsertec, use tie Left and Right Directional buttons to highlight the correct one. Use tie 
DirectiuidI buttons Lo high ight the required free hlnc.then press the © button to select't. You wii 
tier need tc erter a name of u™ tc G chsectors. Use tre Directional buttons to move the highlighter 
over the letters and press the o button to select each one. When the correct r a me has heer entered 
highlight 'END 1 , then press the ^ button. Press the © buLton Lo confirm the save is 'OK 1 , 

You n ay save a game at any fimp. However, Dclony Wars: Vengeance will always save games back to :lic 
beginning or the act seine played. For instance, you may have P ayed two out o : H-ee miss'ons within an 
act and then dec ice that you wish to save your progress. Co oiy Wars: Vengeance wi I save the game 
back to the beginning of the act and you w' I effect vely have lose tr* two completed missions. It makes 
sense then to only save games at the beginning cf each act. If you attempt to save games at any Other 
point within an act, an on serpen warning wii oe displayed to remind you of the risk involved. 
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DELETE 


To delete a saved game from a Memory card, use. the Directional buttons to highlight the required 
block, thcr. press the © LL: 1 . You will be prompted 'ARE YOU SURE? 1 . If won want to continue, 
oress the ®button to delete the saved game. Tf you do not wish to corthue, c-ess toe ® huttnr. 

Orce the saved game has beer d&eted, you w' I need to press the © button tc confirm the deletion is OK 1 . 


USING PASSWORDS 

The Password IV flu s reached by selecting 'PASSWORD' f'cm the Game Menu. 

It you do ret want to use a Memory card to record your progress, make a note of the current 
password when it is disp ayec at the end er an act. Alternatively, visit the Password Menu screen 
between missions to see the current password. 

ENTER 

SelectENTER'to enter a dew password. Use the Directional buttons to move the high lighter over 
the required etiers, thei cress the © button to enter each ore. Please rcLa that restoring a game 
from a password w I result in the loss of al pi ot statistics, When yen have entered the password t ;, e 
number of the act to be restored will be displayed an screen. 

ACCEPT 

Select 'A CCEFT' when you have enforce your password. The game wrll then be restored to the 
begInr rg of the last act played. 
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OPTIONS 


She Options Menu is reached by selecting 'OPT I QMS'from the Game Menu. It allows you lo alter a 
number of the gam? sett mgs. 


CONTROLS 

Selecting 'CONTRO-.S' will a law you to choose ar altfir'iaiive Controller cu'ifiguratiori. Choose 
'CONFIGURER then use the Left and Right Directional buttons to cycle through the different 
corrigurat ons, though renemoer that instructions in s maoua refer only to the default 
configuration. 


AUDIO 

Selecting 'AU DIO' allows yoj to alter the game's audio settings. 'M US 1C VOLUIVl ~R ' SFX VOLUM E' 
aid '$Pl 1 CM VO ..ME' 1 can be altered by high lgh:i lg the appropriate option then us -g -ne I eft 
and Right Directional cottons to decrease or increase the volume. 'SQLhiD MODE-'can he altered by 
highlichting fie option then using the Left and Right Directional buttons to cycle through 'MONO/ 
l 5TERFD' nr 'DOLBY'. 


VIDEO 

Selecting 1 VIDEO'allows you to alter the game's video settings. Choose 'CEMTER SCREEN'to move 
the posit i .-. ::f ?! u -inriie screen on your TV - use the Directional buttons to move the picture then 
press the D button to confirm."GAME SUBTITLES'and 'MOVIES' can be altered by highfightrg 
the appropriate cptioi then using the Lett ard Right Directinraj buttons to switch between 'YES' .v 
l NOR Change "DEFAULT V1EWP01NI' by highlighting the option then using the Left ard Riuht 
Directional buttons to switch between 'COCKPITR 'INTERNAL' or 'EXTERMA_R 
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NOTES 





HO NTS 

1 . 900 - 976 -HINT 


($95 per min) Livs Operator Assistants (SI.IS per nan) 34.£5 'or naii-out lips, 

Li^e support s available Sam 5;n M r PS1. Autersteii supper isavui able 24 -ours 
£ bay 7 days a wse< Musi be 18 yens or c dr Of have a parents fermiss an to cal. 
FrtttS subjaci ic cf’ange without notice. Ills hi”: line supcods games produced by 
Psygnosis im ted No hiris will h" given nn nnr S'edm -ni ftqip&rl r C■;kf irie; 
“this Sefvic? recnirpri ■; linch-tanfi :::ih 


TECHNICAL SUPPORT 

Phone: (650) 287-6563 Ft*; (&5D) 207-6602 

“shnical suoprt rEptsswilalivies are available ai \te numbed lisied 
above M-R 9am-5pm, PS , You may also send your questions or 
technical problem; via e-mail to: psyg^^ygnrds.iorn or by writing: 
Psygnos s Technical Support 
r^-il : sdaleBlvd. 

Foster Clly, CA £440-1 

Fc- c.uKti^yj regarding FlayStatiei tame sonsot -nrl its peripiarals 
please ca I 

1 {EiOO: 545-SfiHV (1 *300*345-7669) 

Representatives a r e availat e v, h, 3AM :jl-M, p S'l 

PSYCNOSIS ONLINE 

httpftYwww, p sygnos is. com 

Our news is always he.! Vis I c.r website and find 

out whafs happening at Psygrps :■;■ - demos, Iips a : Inio about ihe 

games you Ilk? to pi,ay! Also pr&v aws o' new price l^s. 

PRODUCT ORDERS 

Car. ■ lird Fsvgncsissolars? Cal. i hiUC-CE - 3 SYG 
(1-300-438-7794) for help 


LIMITED WARRANTY 

Psygnnraflv I Irl. warrants :ha original ^.nchasar qi this Psygnos s 
. Tied product :ha: 1h:s Satlvrana is her cm delete n ran::la. 
and wjrknrsh j tor : : psiud utrn ;ty Ml days, from the Lia:i. u 
purthss^ Pspioste, Lk. agrees for Ihe period d ninety lift) cays 
to eillrer repair or replace, at its opto. the hypnosis, Lid. product. 

i . I •,■.)..! -h;.:■!.'■ nn: -.1 ' 'i-T" F~ : YG I ■'■'Y.- 

insiruQi-on to ootain rtp-afrftep aosmsnt sfyIck. The feigning ts 
ihesole •errrcy m hi r ilm original ourohaser 

The licensed software and related dxumcntatic i m provided os 
is.Th:? intthiiity Shall ooi he disable and shall ta void if tfe 
detecl In tire Psygrosis, Ltd. product has ahaon IhrougL; abuse, 
unreasonable use, instalment or usgted. THIS WARRANTY ,S IN 
I IF.U OF ALL O'HER WARRANTIES AND NO OTHER 
KEF RESENT A'IONS OK CLAIMS OF ANY NATURE SHA BF 
BIDDING CM OF :31 «jATF ^SYGHOSiS, LTD. ANY IMPLIED 
WARRANTIES APPLICABLE -0 W$ SOFTWARE PRODUCT, 
INCLUDING WARRANtIES Oh MERCHAN 'ABILTY AND FITNESS 
hOR A PART CULAR PURPOSE ARE LIMITED TO THE NINETY 
(30) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL 
PSYGNOSIS, LTD. BE LIABLE FOB IMG DENTAL DR 
CONSEQUENTIAL DAMA3ES RESULTING I ROM POSSESSION, 
USl OR MALFUNCTION OF THE PSYCNCStS, LTD. SOFTWARE 
PRODUCT. 

S>tp :‘.lr'lf r i m ml ;i lew im as [o now Icr 1 an imp: ic 
warranty lasts and/or exclusions cr limmoris el CGXKjxnlirtl 
... -...illi. it i l;:.i:::S & :eiffil"i r: ly 

may not apply to yen This warranty gives you specie legal 'ighfs, 
a-- you may also have other tigihls iMilch vary from slate to slale. 
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PSvanroa. 869 L HEs&e Wijcl., lualer City. CA 9^0+ 

C^lwy Wars 0 JD.t PSyflflMia and Ihe reypiBKls I 030 m \ M nr@ and © 1993 PSfljnwlg; I Id ALL RIGHTS FFSER'/ED. 

Lidtmsstl t/SOfly Computer Entmalriroait Amesifia hdrus*wHh the PlaySlar nngjimjHmwk PlajSlalion and Mia PiaySUrtlim TCQ&S Are 
miistaredIrnAaiAurks jt Soivy Computer EnlarMiiwiienl Inc. TtieralinflSitiin is a 'rcdciraftm Ihe Jmeranive DirnMl S&JI-.var* ABaacudlai. 
WafluFaduaedaflii fwintdd m Ihe 0,5, A. THIS SOFTWARE IS COMPATIBLE tfllH PLAYSTATION GAME COrSjLES Wll H THE WSC IJ.-G 
® DESDCrJUlTICIPJ. E.J.O. AMD FOREIGN PATENTS HEPJWNS, 
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Memory Csr -3 
t block 


Aral 09 C 0 i*c( 
C-j mj-i: bl« 


VllaEtion Function 


DompHtib.E: 


’ ISiiflitd by Sony Cuinpulgr FdeilllmflErd. Oflanfea lor HE ml* be PlnjSlolfoit gams GE-niale. PFsvS&IInn and ihc 
PJarStilinii tagns are registered: Efademads «l Sony Cpmpplgr Esterfcanint*] Inc. PwH it 1 luitena# -ol Sfv 
DH npridr amtl il n a inE. ItterHirip knn Is a Irartamarir nl te IdEraclIwi MjHbI Eatasrc Arandallnn. JilanulatTriBd 
and pNnlEd 111 lllE U.S.JL fftt&SOnWHE ISCL'HP.M!BtE WITH FLITSTflllOW lifly: CUIS3DI.T3 WITHlhEHTi: L,l. 
DESHIVAUDH IJR iUHD FORiFIKH FAIEVT5 PEHWHC 


Pifinnas. m E. HitiEdate Gtai rl f natur Gl(y. CA SJ4M 

I CfiiMty W3Bi lftnganw, Psygaotit and Hip PsnnDns toqn bpb c r ‘ i 1 and ■i.MHUU-K t's^nasi'. Ud. ALL Hti.il 11 a HE it MVi 11 


Cmsheil ay rite Lesgue of Free Worlds a 
cenluiii ago. goiir defeated people eig 
out for FetrihuNon. Rs a toga) Kavii pilot, 
engage in dizzying space Hallies 
and Mai dogfights, facing mission 
offer punishing mission in an all-ouf 
campaign for vengeance at any cost. 

• Dver 40 space suit pfanet-lidsed missions 

•intense battles andriegMtsuiilh s tinge 


Ovettu acM six iiffereraing; 

5 mtsolar systems rich uiltti gerpis nehelae. 
iTHiefietds. asteroids, planets and more 

Upgradable craft characteristics including 
shields, uieapans and manenverabilitii 


EVERYONE 


ANIMATED VIOLENCE 


For infnrnnation. or this prodi ice's 
rating, nl^b-ae cell 1 - 300 - 771-3772 


psvwoas 


COLONY WARS'": VENGEANCE 


























































